CommanderKoon
----------------------------------------------------------------------------------
CODE   : Alekmaul, et Caitlin Shaw pour la version originale de CloneKeen
GFX    : Alekmaul et Id Software pour la version originale de Commander Keen

SON     : Ceux des jeux originaux ^^

Pour me contacter, envoyez un mail à : alekmaul@portabledev.com

Les mises à jour de CommanderKoon peuvent être trouvées dans la ZONE DEVELOPPEMENT 
DE PORTABLEDEV : http://www.portabledev.com/

Histoire : 
--------------------------------------------------------------------------------
Le joueur incarne le personnage de Billy Blaze, un enfant génie de 8 ans au quotient 
intellectuel de 314 ; Billy Blaze a construit, à partir de différents éléments récupérés 
dans sa maison, un vaisseau spatial qu'il nomme le Bean-with-Bacon Megarocket 
(littéralement la super fusée bacon aux haricots).
Lorsque ses parents sortent le soir et que sa baby-sitter s'endort, il chausse le 
casque de football de son grand-frère et devient Commander Keen, le défenseur de 
la Terre.

Dans le premier épisode, alors que Billy est en train de visiter la planète Mars, il 
se fait voler 4 éléments de son vaisseau, qu'il devra retrouver pour pouvoir rentrer
chez lui. Alors qu'il est sur le chemin du retour, il découvre le vaisseau-mère des 
Vorticons prêt à attaquer la planète Terre.

Durant les deux épisodes qui suivent le premier, Commander Keen devra repousser 
l'invasion des Vorticons. Il finira par découvrir que le chef des Vorticons n'est 
autre que Mortimer McMire, son vieux rival à l'école.

Comment jouer :
--------------------------------------------------------------------------------
Installer le fichier APP dans un sous répertoire du répertoire GAME de la dingoo. 
Aller dans 3DGAMES et sélectionner commanderkoon.app pour lancer le jeu.
Attention, le fichier zip contient un sous répertoire avec les fichiers demo,
n'oubliez pas de le dezipper dans la répertoire de commanderkoon.

- PAD : touches de déplacement
suivant les situations, les boutons permettent de faire :
- SELECT : pause
- START  : sélectionner
- L : quitter
- R : sauvegarder
- A : touche 1 et feu
- B : touche 2 et saut
- X : touche 3 et N et Q
- Y : touche 4 et POGO et T et Y

Installation des vrais épisodes:
--------------------------------------------------------------------------------
Vous devez copier les fichiers *.CK* dans un répertoire et le fichier .nds dans 
le même répertoire.
Pour l'épisode 1, les fichiers sont de type .CK1, pour l'épisode 2 CK2 et pour 
l'épisode 3 CK3.
ATTENTION ! TOUS LES FICHIERS DOIVENT ETRES EN MAJUSCULE !!!

Episode 1             Episode 2                Episode 3 
------------------------------------------------------------
CTLPANEL.CK1          CTLPANEL.CK2             CTLPANEL.CK3     
EGAHEAD.CK1           EGAHEAD.CK2              EGAHEAD.CK3      
EGALATCH.CK1          EGALATCH.CK2             EGALATCH.CK3     
EGASPRIT.CK1          EGASPRIT.CK2             EGASPRIT.CK3     
ENDTEXT.CK1           FINALE.CK2               FINALE.CK3       
FINALE.CK1            LEVEL01.CK2              LEVEL01.CK3      
HELPTEXT.CK1          LEVEL02.CK2              LEVEL02.CK3      
LEVEL01.CK1           LEVEL03.CK2              LEVEL03.CK3      
LEVEL02.CK1           LEVEL04.CK2              LEVEL04.CK3      
LEVEL03.CK1           LEVEL05.CK2              LEVEL05.CK3      
LEVEL04.CK1           LEVEL06.CK2              LEVEL06.CK3      
LEVEL05.CK1           LEVEL07.CK2              LEVEL07.CK3      
LEVEL06.CK1           LEVEL08.CK2              LEVEL08.CK3      
LEVEL07.CK1           LEVEL09.CK2              LEVEL09.CK3      
LEVEL08.CK1           LEVEL10.CK2              LEVEL10.CK3      
LEVEL09.CK1           LEVEL11.CK2              LEVEL11.CK3      
LEVEL10.CK1           LEVEL12.CK2              LEVEL12.CK3      
LEVEL11.CK1           LEVEL13.CK2              LEVEL13.CK3      
LEVEL12.CK1           LEVEL14.CK2              LEVEL14.CK3      
LEVEL13.CK1           LEVEL15.CK2              LEVEL15.CK3      
LEVEL14.CK1           LEVEL16.CK2              LEVEL16.CK3      
LEVEL15.CK1           LEVEL80.CK2              LEVEL80.CK3      
LEVEL16.CK1           LEVEL81.CK2              LEVEL81.CK3      
LEVEL80.CK1           LEVEL90.CK2              LEVEL90.CK3      
LEVEL81.CK1           SAVED1.CK2               SAVED1.CK3       
LEVEL90.CK1           SAVED2.CK2               SAVED2.CK3       
PREVIEW2.CK1          SAVED3.CK2               SAVED3.CK3       
PREVIEW3.CK1          SCORES.CK2               SAVED4.CK3       
PREVIEWS.CK1                                   SCORES.CK3       
SCORES.CK1
SOUNDS.CK1
STORYTXT.CK1

Versions :
--------------------------------------------------------------------------------
V1.0 : 12/12/2009
 * Release initiale
 
--------------------------------------------------------------------------------
Credits:
--------------------------------------------------------------------------------
Merci à Caitlin Shaw d'avoir réalisé la version PC en Open Source.
Merci à Jonathan Nielsen pour la version GP2X qui m'a aider à comprendre comment
avoir uniquement 1 joueur durant la partie.
Merci enfin à tous d'utiliser CommanderKoon et de me faire des retours sur les 
 évolutions/problèmes sur mon forum http://www.portabledev.com
Un grand merci à flatmush pour la lib nonsdk pour Dingoo Native OS.
--------------------------------------------------------------------------------
Alekmaul
alekmaul@portabledev.com
http://www.portabledev.com This Came ,
------------

fMSX emulates MSX, MSX2, and MSX2+ 8bit home
computers. It runs MSX/MSX2/MSX2+ software on many
different platforms including Windows, MacOS, Unix,
MSDOS, AmigaOS, etc. 
See http://fms.komkon.org/fMSX/ for further
informations.

Dingux-MSX is a port on Dingoo of my previous 
Gp2X-Wiz port version.


CONTROL
------------

- Virtual keyboard

In the MSX emulator window 

Normal mapping :

  Dingux        MSX 
    
  Y          Delete
  X          Return
  B          Space
  A          Fire1
  Up         Up
  Down       Down
  Left       Left
  Right      Right

LTrigger   Toogle with L keyboard mapping
RTrigger   Toggle with R keyboard mapping

LTrigger mapping :

  Dingux        MSX 
    
  Y          Hotkey FPS
  X          Hotkey Load state
  B          Hotkey Save state
  A          Hotkey render
  Up         Up
  Down       Down
  Left       Left
  Right      Right

RTrigger mapping :

  Dingux        MSX 
    
  Y          Escape
  X          Return
  B          Hotkey auto-fire
  A          Fire2
  Up         Up
  Down       Down
  Left       Left
  Right      Right

Press Menu      to enter in emulator main menu.
Press Select    open/close the virtual keyboard

In the main menu

RTrigger   Reset the emulator

Y          Go Up directory
X          Valid
B          Valid
A          Go Back to the emulator window

The On-Screen Keyboard of "Danzel" and "Jeff Chen"

Use digital pad to choose one of the 9 squares, and
use X, Y, A, B to choose one of the 4 letters of the
highlighted square.

Use LTrigger and RTrigger to see other 9 squares
figures.


LOADING MSX ROM FILES
------------

If you want to load rom image in your emulator, you
have to put your rom file (with .zip, .rom, .mx1 or
.mx2 file extension) on your SD memory card in the
'roms' directory.

Then, while inside Dingux-MSX emulator, just press
SELECT to enter in the emulator main menu, and then
using the file selector choose one rom file to load
in your emulator.

Back to the emulator window, the rom should stard
automatically.

To eject a ROM choose "Eject Rom" inside the
emulator menu.

You can use the virtual keyboard in the file
requester menu to choose the first letter of the
game you search (it might be useful when you have
tons of games in the same folder). 

Entering several time the same letter let you
choose sequentially files beginning with the given
letter. You can use the Run key of the virtual
keyboard to launch the rom.

You may use the Trigger key to swap between the two
virtual keyboard panels (numbers & letters)


LOADING DISK FILES
------------

If you want to load disk image in the virtual drive
A or B of your emulator, you have to put your disk
file (with .dsk file extension, or gzipped disk file
with .dsz file extension) on your SD memory card in
the 'disk' directory.  

Gzipped disk files are not writable.

You proceed as previously described for ROM files,
and your disk is then inserted in the drive 'A' of
your emulator.

To start your disk, you have to choose the "Reset
MSX" option and back to the emulator window, the MSX
should reboot and stard your disk automatically.

You must eject any present rom before starting a
disk, or only the ROM will start instead of your disk
image.
  

LOADING KEY MAPPING FILES
------------

For given games, the default keyboard mapping between
Dingux Keys and MSX keys, is not suitable, and the game
can't be played on Dingux-MSX.

To overcome the issue, you can write your own
mapping file. Using notepad for example you can edit
a file with the .kbd extension and put it in the kbd
directory.

For the exact syntax of those mapping files, have a
look on sample files already presents in the kbd
directory (default.kbd etc ...).

After writting such keyboard mapping file, you can
load them using the main menu inside the emulator.

If the keyboard filename is the same as the rom
filename (.zip etc ...) then when you load this rom,
the corresponding keyboard file is automatically
loaded !

You can now use the Keyboard menu and edit, load and
save your keyboard mapping files inside the emulator.
The Save option save the .kbd file in the kbd
directory using the "Game Name" as filename. The game
name is displayed on the right corner in the emulator
menu.

If you have saved the state of a game, then a
thumbnail image will be displayed in the file
requester while selecting any file (rom, disk,
keyboard, settings) with game name, to help you to
recognize that game later.

COMMENTS
------------

You can write your own comments for games using the
"Comment" menu.  The first line of your comments
would then be displayed in the file requester menu
while selecting the given file name (snapshot, disk,
keyboard, settings).


CHEAT CODE (.CHT)
----------

  You can use cheat codes with Dingux-MSX You can add
your own cheat codes in the cheat.txt file and then
import them in the cheat menu.

  All cheat codes you have specified for a game can
be save in a CHT file in 'cht' folder.  Those cheat
codes would then be automatically loaded when you
start the game.

The CHT file format is the following :
#
# Enable, Address, Value, Comment
#
1,36f,3,Cheat comment

Using the Cheat menu you can search for modified
bytes in RAM between current time and the last time
you saved the RAM. It might be very usefull to find
"poke" address by yourself, monitoring for example
life numbers.

To find a new "poke address" you can proceed as
follow :

Let's say you're playing "1942" and you want to find
the memory address where "number lives" is stored.

. Start a new game in 1942
. Enter in the cheat menu. 
. Choose Save Ram to save initial state of the
  memory. 
. Specify the number of lives you want to find in
  "Scan Old Value" field.
  (for 1942 the initial lives number is 4)
. Go back to the game and loose 1 life.
. Enter in the cheat menu.
. Specify the number of lives you want to find in
  "Scan New Value" field.
  (for 1942 the lives number is now 3)
. In Add Cheat you have many matching Addresses
. Then go back to the game and loose more lives
  let's say up to 0.
. Enter in the cheat menu.
. Specify the number of lives you want to find in
  "Scan New Value" field.
  (for 1942 the lives number is now 0)
. In Add Cheat you have now only one matching Address
. Specify the Poke value you want (for example 4) 
  and add the new cheat with this address / value.
. Try this cheat while restarting a new game and see
  if the life number is 4 or not. You will see that 
  the good address is 2D2F.

  The cheat is now activated in the cheat list 
  and you can save it using the "Save cheat" menu.

  Let's enjoy 1942 with infinite life !!

SETTINGS
------------

You can modify several settings value in the
settings menu of this emulator.  The following
parameters are available :

Sound enable
  Enable or disable the sound

Music FM-PAC       
  Emulate specific FM-PAC hardware (slow)

Music Module       
  Emulate specific music hardware (slow)

Sound volume       
  Boost sound volume

Video Mode         
  NTSC or PAL video standard

Speed limiter      
  Limit the speed to a given fps value

Skip frame         
  To skip frame and increase emulator speed

Display fps        
  display real time fps value 

MSX version        
  MSX version 1, 2 or 2+

MSX Ram size       
  memory size of MSX

Render mode        
  many render modes are available with different
  geometry that should covered all games requirements

V-Sync             
  vertical synchronisation (slow down the emulator)

Clock frequency    
  Dingux clock frequency, by default the value is set to
  200Mhz, and should be enough for most of all games.

JOYSTICK SETTINGS
------------

You can modify several joystick settings value in the
settings menu of this emulator.  The following
parameters are available :

  Swap Analog/Cursor : 
    swap key mapping between Dingux analog pad and Dingux
    digital pad

  Auto fire period : 
    auto fire period

  Auto fire mode : 
    auto fire mode active or not


  Enjoy,

            Zx  progress, working for most games)
ZX Spectrum (GP2Xpectrum for Dingux, Unreal Speccy Portable for native OS)
Arcade games Portable ZX-Spectrum emulator.
Copyright (C) 2001-2010 SMT, Dexus, Alone Coder, deathsoft, djdron, scor
Portable ZX-Spectrum emulator.
Copyright (C) 2001-2010 SMT, Dexus, Alone Coder, deathsoft, djdron, scor

This program is free software: you can redistribute it and/or modify
it under the terms of the GNU General Public License as published by
the Free Software Foundation, either version 3 of the License, or
(at your option) any later version.


 
edit
Centipede and Millipede
CPS-1
CPS-2
FinalBurn Alpha (Dingux only)
MAME [6]
Mikie (Konami arcade game)
Pac-Man and Ms. Pac-Man
Video player
edit
Video containers: RMVB, RM, AVI, WMV, FLV, MPEG, MP4, ASF, MOV
Video codecs: WMV1, WMV3, WMV7, WMV8.1, WMV9, MP42, mp4v, DIV3, DiVX5, XViD, MJPG, MPEG1, MPEG2
Audio player
edit
Audio formats: MP3, WMA, APE, FLAC, WAV, AC3, MOD, S3M, XM
Channels: Stereo
EQ Function
Photo viewer
edit
Supports JPG, BMP, GIF, PNG File Formats
Text reader
edit
Supports TXT file formats (English and Chinese)
Supports English text to speech
Further functions include bookmarking, auto browsing, font sizing, and it can open while music is playing.[4]
Radio receiver
edit
FM Radio
Wide frequency range from 76.0 to 108.0 MHz, support manual/auto channel scanning, FM recording and can keep playing while using other application. User can save up to 40 channels.[4]
Audio recording
edit
Voice and radio recording
Voice recording and supports MP3/WAV formats.[4]
Other
edit
Supports SWF File Format (only Flash 6)
SD Card virus protection: The system protects itself from viruses by scanning the SD Card.[citation needed]
USB 2.0 Port: Supports Windows 2000/XP/Vista as well as Mac OS X[4]
File browser
edit
Allows you to browse the files on your Dingoo, such as games, music, videos, photos, and voice recordings
progress, working for most games)
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Video player
edit
Video containers: RMVB, RM, AVI, WMV, FLV, MPEG, MP4, ASF, MOV
Video codecs: WMV1, WMV3, WMV7, WMV8.1, WMV9, MP42, mp4v, DIV3, DiVX5, XViD, MJPG, MPEG1, MPEG2
Audio player
edit
Audio formats: MP3, WMA, APE, FLAC, WAV, AC3, MOD, S3M, XM
Channels: Stereo
EQ Function
Photo viewer
edit
Supports JPG, BMP, GIF, PNG File Formats
Text reader
edit
Supports TXT file formats (English and Chinese)
Supports English text to speech
Further functions include bookmarking, auto browsing, font sizing, and it can open while music is playing.[4]
Radio receiver
edit
FM Radio
Wide frequency range from 76.0 to 108.0 MHz, support manual/auto channel scanning, FM recording and can keep playing while using other application. User can save up to 40 channels.[4]
Audio recording
edit
Voice and radio recording
Voice recording and supports MP3/WAV formats.[4]
Other
edit
Supports SWF File Format (only Flash 6)
SD Card virus protection: The system protects itself from viruses by scanning the SD Card.[citation needed]
USB 2.0 Port: Supports Windows 2000/XP/Vista as well as Mac OS X[4]
File browser
edit
Allows you to browse the files on your Dingoo, such as games, music, videos, photos, and voice recordings
Internal Storage 1/2/4GB flash
Additional Storage MiniSD/SDHC (MicroSD/SDHC with adapter)[2]
Input D-Pad, 2 shoulder, 4 face, Start & Select buttons, Microphone.[3]
Outputs Stereo Speakers, Headphone Jack & TV-out w/ included cable
I/O Mini-USB connector 2.0
Video Playback RM, MP4, 3GP, AVI, ASF, MOV, FLV, MPEG
Audio Playback MP3, WMA, APE, FLAC, RA
Radio Digital FM Tuner
Recording Supports digital recording of voice (MP3 and WMA formats) and FM radio at 8 kHz
Software Support Free official SDKs Available
Dimensions 125 by 55.5 by 14 millimetres (4.92 in × 2.19 in × 0.55 in)
Weight 3.8 oz (110 g)[4]
Display 320×240
The Dingoo A320 uses a rechargeable Lithium-ion battery with 6 to 8 hours of battery life.[5] The battery specs are 3.7V 1700-1800 mAh (6.29WH).WMV1,    Some Files 
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Page 1: Dingoo Digital A320: Overview

dingoo-digital-a320
The Dingoo Digital A320 is legal in the UK, although playing unlicensed, emulated games on it is not

Launching in China earlier this year, the Dingoo Digital A320 is an attempt to "break the monopoly of foreign brands into the game market." Dubbed 'China's PSP', units are now slowly making their way to the West, and gamers in the UK can now pick up a Dingoo for under £70.

Destined to remain an underground console, the Dingoo A320 is building momentum thanks to its bargain price, out-of-the-box support for classic emulators and a vibrant development scene – thanks to its open source nature.

Dingoo digital a320

Enthusiast developers have already coded a wealth of applications, with attentions now focused on Dingux – Linux port, which opens up the console to further possibilities.

Dingoo digital a320Dingoo digital a320Dingoo digital a320Dingoo digital a320

What's in the box?

Available in a choice of black or white, the Dingoo A320 packs in 4GB of built-in memory, with a miniSD slot for a further 4GB.

Dingoo digital a320

STORAGE: the Dingoo takes MiniSD cards - not a popular format on these shores but cards are nevertheless available

The console also plays your digital video files, a contains a digital recorder, FM radio and TV-out connection.

And if you can stop chuckling at Dingoo's pidgin English packaging, you'll find a charger, mini USB, headphones and composite TV lead inside – accessories that other games companies charge extra for.

Next Page: Dingoo Digital A320: Questionable legality

(Reviewed by Will Guyatt - TechRadar )
1234 Next >
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Dingoo Digital A320
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Thank You For Reading Goodbye Did You Read It Please Tell Me You Did Read It
Website content://com.google.android.apps.nbu.files.provider/2/1000043575 